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Thank you for selecting the Nintendo® Entertainment System Donkey 
Kong Junior® Psk, 

OBJECT THE T ON ! I 
DK Junior is on a mission to rescue Donkey Kong from Mario's cage. Jump 

move on to tougher stages. Jump platforms, dodge sparks of electricity, ana j 

* 

Papa free 

Please read this instruction booklet U 
and then S3ve the booklet for future reference 

ensure proper handling of your new game 

■ i - 

1} This is a high precision game, It should net be stored in plates that are very 
hot or cold, Never hit it or drop Et. Do not take it apart. 

2) Avoid touching the connectors, do not get them wet or dirty. Doing so may 
damage the game 

3) Do not dean with benzene, paint thinner, alcohol or other such solvents. 
Mot*: In the interest of product improvement, Nintendo Enter tain mem System specifications 

end design are subject to change without prior notice 

Nintendo of Amerces, tnc, 
19B6 Nintendo 
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Controller 1 - For playing alone 
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Contr< 

■ 

i — 

■ 
menu. For second player in 2 player games. 

Press this button again to move 
the game you wish to select 
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1 ^Player game A — Beginner Q Conlrdl P$d 
1 Player game B 
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you wish to continue playing. 
The Top score 
or the power is turned off 
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Junior s purp 

Rounds 1 to 3: Try to make it to the key at the top 
of the screen. Jf you jump onto the vine next to the 
key, the game will automatically advance to the next 
round 

In the fourth round, push the six keys up end insert 
them into the key holes at the top of the screen 
The chains on the cage will then fell off, and Papa 

■ 

can be rescued ■ 

Spark Ju nlftr 

& 
I 

Hints 

Climb up quickly by grabbing onto 
High jump (second round) 
A welMimed press of the "A" button 
will allow you to jump ail the way to 
the moving island using the spring 
boa rd. 

two vines at once 
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Four ways to improve your score ■ 
. ■ 

Additional points with the keys (fourth round) 
Additional points are given for each key inserted into 
keyhole. You can insert two keys at once using both 
hands. 

Fru t attack 
Additional points for getting fruit Drop the fruit on the 
enemy. Knock out several bad guys at once and get a 
special high score! 

■ 

Bonus points 
When you reach the key, bonus points are 
added to your score* The bonus points you 
get depend on how long it takes you to reach 
the key; the longer you take, the lower the 
bonus. Time runs out at the same time the 
bonus points go to zero, and Junior is 
finished 

rtus: if your score goes over 20,000, you get an extra Junior, 

e ware l 
Watch out for the following; gening bitten by a snapjaw, 
getting pecked by a nitpicker, colliding with a spark, and 
falling from a vine. Each time one of these happens, one 
Junior disappears. When all Juniors are gone, the game 
is over 

r 

■ 

Loops 
After clearing the fourth round and saving Papa, the first 

> is over* Next, challenge the second! loop. The num* 
ber of enemies and their speed increases. Compete to 
see who gets the highest score or the highest loop! 

Jumps 
Jump over a nitpieker or spark to successfully escape their 
attack and get additional points. I 

i 

i 
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This equipment generates and uses radio frequency energy and if not installed and 
used properly, that is, in strict accordance with the manufacturer's instructions 
may cause interference to radio and television reception. It has been type tested 
and found to comply with the limits for a Class B computing device in accordance 
with the specifications in Subpart J of Part IS of FCC Rules, which are designed 
to provide reasonable protection against such interference in a residential instal¬ 
lation, However, there is no guarantee that interference wilt not occur in a parti* 
cular installation. If this equipment does cause interference to radio or television 
reception, which can be determined by turning the equipment off and on, the user 
is encouraged to try to correct the interference by one or more of the following 
m easures: 

p 

Reorient the receiving a men n a 
Relocate the NES with respect to the receiver 
Move the ME$ away from the receiver 
Plug the NES into a different outlet so that computer and receiver are on 
different circuits. 

If necessary, the user should consult the dealer or an experienced radio/television 
technician for additional suggestions. The user may find the following booklet 
prepared by the Federal Communications Commission helpful : 

How to Identify and Resolve Radio-TV Interference Problems. 
klet is available from the ll.S, Government Printing Office, Washington 

D.C. 20402, Stock No, 004-000-00345-4. 
This F 
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90-DAY LIMITED WARRANTY NINTENDO GAME PAKS 

REPAIRS AFTER EXFIRATLOtt OF WARRANTY; 

Y«V n\§y thr 
<1 th* phOAt AufflO* Wrttd *bOW. If Ik .Nrntnda wv« IkIW 

hi te »!w th( by pJw*, h* my proydt 
yflu niib t ftnwft Ayihffirtt^ nuiflNr, You imy (Na rK&d 
ihH minVbtr on XM si ik ddteiirtPAK WJ 
/•turn ik DtlKilrf PAK liy^nfifipi d i4NiflitAjo,tfltl^ nj 
* o* flwy fof SiOjOO p*ynwe eo si 
A-KV C4 IK, NiflitodO yrflf, At Ht (4 |kW<- 
I4IM 
fAK. i t KpicinttAi PARS hi sot ■&"&. [ h* dt-Ttc r vt ^AK 
v. I M rf |(,rrifd jimJ (1» SlO.OOpry nkr.t rtfuttiMi 

WARRANTV LIMITATIONS: 

ANY APPLICABLE IMPLIED WARRANTIES. INCLUDING 
WARRANTIES OF MERCHANTABILITY AMD FITNESS FOR 
a Particular purpose, are hereby limited to 
KINCTY DAYS FROM TN£ DAT£ OF PURCHASE AN (> AH £ 
SUBJECT TO THE CONDITION SET FORTH HEREIN. IN 
HO EVENT SHALL NINTENDO BF LIABLE FOR CQNSE- 
OUENti AL OR INCIDENTAL O AM AGES RESULTING 
FROM THE BREACH OF ANY EXPRESS OR IMPLIED WAR¬ 
RANTIES. 

wDAY LIMITED WARRANTYi 

HiRlIi^ bi Arm^ci l*C- I "H itSWtol Will 14 Ik « ^ 
(4W«W INI NiWPOdO G*nw Pj* ( 'PAX*|i (ki 

PR Atetnvkl OT Rctot A(«tner4i1 *M!t bt 
fr« f<om drfcu ift i*k!pr Ai ifltf uS'-moLh^ f« a of 
M dtn tfjn (-1 p-.-’iNvy. If a Afkiiowd k th.s -not. 
rimy ooni'i du*^ :M 9>Sjy mty pvInf, “h mvda a<III 
rtg*»r or ftp!*cr the PAK. a: iuoptIv, ?r« gt (Jivgt. 

To tetfiv) IftiwrAftty 

I. 00 NOT roiu'n yflur (fefocdvt 6imi Pal 10 P* rtt* '+r, 
3. NQIify lNt Ni^C'H’dQ Cfiflumver Se-^iCe DejpaMIPwM 

cJ iM {VH^om rot^uifiryj rtirriniy uiycp by ull os; OuUNf* Wa^ii^inn Siatf 18001 o' 
Wlthingipit $l*tl (3001 0S2-2WO. Our Clltiuirtl SWV^CO 
DiHrtmm ti In from $9M AM »S:00 P+M, 
Pbciilt Tnw. Monday Itvough F r*fjy. 

J. If IK Nini*M* WVln St ukblr 14 IP)n the 
PflWw by P’ww, k will jwowi* you witn a Btibtit 
AulhoJII 104 I\ yPMld. SbiOV record thit nvm»< w ik 

Htl4j ^pfyWrt}|lKt«tPA)L lUOitturltytur 
PAK fpf-flhi P'ltxiid.ti yM’ iJtkptpSfr wilh 
i -.'IT uiti r-p or i^ilar propi'OlourckH mili n ik 3D 
d#¥ MrrMHyiw>«f ta: 

, r(pt« ihf PAK pr ifs’jcs it wurt a ntw gr r*tn rhl 

Tr* prMOAi frT thS) wtrrlnty Kt vi.0 in tk Ur-.i«t Skin 
only. luin do w iiiow imsiitok pp New kpp 

wi'JA^ty tun o' iHiwOn of [c-ko^ipI or mO' 
dcmi*J irVn-#Jci. *0 llw AOOW* hMlUIOPI *'X5 r^yilPArnty nOI 
tpply BO ypu. Pill ywranty j™« ygg nwlfk *CJil rijAii, ird 

nw *'w kn oikrr^hti vwv f'Mi llii* to tuit, 

Nintendo Of ArT*Ni*a Ihft, 
N E S Con miner $nvitt (hpn unco: 

48» - 150th Avar-iut NLE. 
ftrimpnd. WA SSKI 

Tn i wVMAty i*t4II ktiMV it Ik PAX ki bWiAoujCdby 
Mg-JPW, KliOfAt, g^ctHnt^f uUt, rtOdUfeHiOA. lAMpprlrf; 
or By !lk» y f* HaipJ io dH*cHrt nonf^HowOHmw 
tMOi 
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